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GETTING STARTED 


What You Need 

« Commodore 64™ or 128™ (in 64 mode); Atari® 520 ST", 1040ST™ or 
Mega ST™; Atari® 800™ or 800XL™; or Amiga™ computer 

e Color Monitor or TV 

e Disk drive (1 for Commodore, Atari 800 and Amiga; 1 or 2 for Atari ST) 

e Joystick required (all players use same joystick ) 

« Optional formatted disk for saving Records (Atari ST and Amiga only) 


Loading Instructions 

Commodore 64/128 

1. Make sure that your joystick is plugged into Port 2. Turn on the monitor 
or TV, disk drive, and computer (Note to 128 users: your computer must 
be in 64 mode. ) 

2. Insert the Winter Challenge disk, label side up, into the disk drive and close 
the latch. 

3. Type: LOAD“*“,8,1 and press RETURN. 

4. The game will begin to load. When the title screen appears, press the fire 
button to continue. 


Atari ST 

1. If you are using two disk drives, insert Winter Challenge Disk 1 into 
Drive 1 and Disk 2 into Drive 2. If you are using one disk drive, insert Disk 1 
into your disk drive. (Later, when prompted, insert Disk 2 into your drive. ) 

2. Plug the joystick into Port 1 and the mouse into Port 0. 

3. Turn on your monitor or TV, disk drive(s) and then your computer. 

4. The program will load automatically. 


9. The program will ask you if you would like to load saved Records. Type N 
if you do not have any saved Records or if you would like to start new Records. 
The game will start after you type N. If you do have saved Records and you 
would like to load them, type Y and insert the disk to which you have saved 
the Records. Follow the on screen prompts. 


Atari 800 

1. Plug the joystick into Port 1 of your computer. 

2. Insert Winter Challenge Disk, Side 1 up, into the disk drive and 
close the latch. 

3. Turn on the monitor, disk drive and computer. 

4. Hold down the Option key while the program is loading. 

9. The program will then load into your computers memory. 


Amiga 

Note: You will need Kickstart 1.2 to run the program. Amiga 2000 users will not 

need to use Kickstart 1.2. 

1. Make sure to plug the joystick into Port 1. 

2. Turn on your monitor or TV, disk drive and then your computer. 

3. Insert the Kickstart 1.2 disk into the disk drive. 

4. At the Workbench prompt, eject the Kickstart disk and insert the program disk. 
The program will load automatically. 

9. The program will ask you if you would like to load saved Records. Type N 
if you do not have any saved Records or if you would like to start now keeping 
new Records. The game will start after you type N. If you do have saved 
Records and you would Ike to load them, type Y and insert the disk to which 
you have saved the Records. Follow the on screen prompts. 


GAME OPTIONS 


Entering Player Names 


l. After the title screen appears, click the fire button to proceed. 

2. Enter the number of players, 1 to 6, and press RETURN. 

3. Type in the NAME of the first player (you must use letters ). Then 
press RETURN. 

4. A screen will appear with flags from different countries. Choose the country 
you would like to represent by moving the joystick over the flag and 
pressing the fire button. 

9. Repeat steps 3 and 4 for each player. 


Selecting the Events 


After all the player names have been entered, a screen will appear listing all of 
the events. The Commodore version begins with the Ski Jump. The Atari ST, 
Atari 800 and Amiga versions begin with the Downhill. 


Ski Jump — Fly down the ski jump where you are judged for style as well 

as distance. 

Downhill — Try for the fastest time as you maneuver your way downhill through 
a forest of trees and fallen logs. 

Slalom — Wind your way through an obstacle course of flags as you rush to get 
the fastest time with the least number of penalties. 

Biathlon—Test your cross-country skiing and marksmanship abilities in this 
challenging course. 

Bobsled — Race at top speeds through an icy, treacherous course filled with 
hairpin curves and high banks. 


You can select to play or miss an event by pressing Y or N next to the name 

of the event. If you would like to change the events you have chosen, type N 
by “Start Play” or “Correct.” When you are ready to start the game, type Y by 
“Start Play” or “Correct.” When the Opening Ceremony screen appears, press the 
fire button to load the first event. 


THE EVENTS 


The five events, briefly described above, are all controlled using the joystick and 
the fire button. Your score will be displayed after each run in an event. At the 
end of an event, the scoreboard will display any medals you have won. After you 
have completed an event, you are given the opportunity to retry that event 

or move on to the next one. Any medals you have won in an event will be lost 
if you choose to retry that event. Move the joystick to the left or right to select 
Retry or Next Event, then press the fire button. ( Note for Commodore Users: 
After completing the Downhill event, push the joystick UP to continue. ) 

The total number of medals won will be displayed at the end of the last event. 





Note: 

Commodore: Ski Jump and Downhill are on the first side of the disk. Slalom, 
Biathlon and Bobsled are on the other side. So before you play these events, 
you will be prompted to flip the disk over to load the next event. 


Atari ST: Downhill and Ski Jump are on Disk 1 and Slalom, Biathlon and 
Bobsled are on Disk 2. If you have one disk drive, you will be prompted to 
eject Disk 1 and insert Disk 2 to continue the game. At the end of all the events, 
Atari users can save the Record Table to a blank, formatted disk that is NOT 
write-protected. DO NOT save the Record Table to either Winter Challenge 
Disk 1 or 2. 


Amiga: At the end of all the events, Amiga users can save the Record Table 
to a blank, formatted disk that is NOT write-protected. DO NOT save the Record 
Table to the program disk. 


Ski Jump (3 Heats ) 


To start your jump, press the fire button. As you approach the end of the jump, 
press the fire button to send the skier into the air. While in the air, try to balance 
the skis by moving the joystick to the left, right, up or down. To land the skier 
safely, make sure his skis are level and positioned together. Points are awarded 
for distance and style. Keep your skis together and level to earn the most 
points for style. After you have completed this event, press the fire button 

to continue. 


Downhill (1 Heat) 


To start your descent, press the fire button. Push the joystick UP to accelerate; 
pull DOWN to slow down. Use the joystick to move your skier to the left and right. 
To jump over logs, press the fire button just as you approach the fallen logs. 
You can get a “skier's-eye” view of the course by looking at the goggles on the 
lower right of the screen. Use this feature when it is hard to see what is in 
front of the skier. 





Biathlon (1 Heat) 


Start the event by pressing the fire button. To move the skier forward, move 
the joystick left and right (Commodore, Atari ST and Amiga) or in a circular 
motion (Atari 800), developing an even rhythm. The skier will move slowly 

at first but will build up speed as he progresses. On reach the Firing Range, 
you have five bullets for the five targets. There are three Firing Ranges to complete 
before the end of the race. Points are awarded for speed and accuracy, 

and a five-second penalty is charged for each target missed. 


Commodore: The gun's sights bob up and down; press the fire button when 
the sights are over the target. 


Atari ST, Atari 800 and Amiga: Use the joystick to move the gun’s sights 
over the target, then press the fire button to shoot. Because the gun is heavy 
and you have exerted so much energy skiing, the gun will be difficult to aim. 
Try your best to hit the targets. 


Slalom (3 Heats) 


Press the fire button to start your race downhill. Control the skier by moving 
the joystick to the left or right to make him weave through the gates. If you miss 
a flag, go around one the wrong way or run into one, you will be penalized. 
Press the fire button to make the skier go straight and push his poles for more 
speed. This will provide that extra push needed to take him over the finish line. 


Commodore: The Yellow flags are on the skier's right and the Brown flags 
are on his left. 


Atari ST, Atari 800 and Amiga: The Red flags are on the skier's right and 
the Green flags are on his left. 


Bobsled (3 Heats) 


Steer the bobsled through the course by moving the joystick to the left and right. 
The best place to be positioned on curves is on the rim of the channel. Watch 
your speed! To slow down, press the fire button (Commodore, Atari ST and 
Atari 800) or pull back on the joystick (Amiga); your speed automatically will 
increase when the fire button is released. 


Commodore and Atari 800: Start the run by pressing the fire button. 


Atari ST: Press the fire button to start the run. Press the fire button again to make 
the bobsled team jump into the sled, or, alternatively, wait and the bobsled 
team automatically jumps into the sled. 


Amiga: Press the fire button to start the run. Press the fire button again to make 
the bobsled team jump into the sled. 
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